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THE PARTIAL TRANSLATION OF NOTICE OF REJECTION 
FOR JAPANESE PATENT APPLICATION NO. 2002-318960 
FILED ON OCTOBER 31, 2002 

Reason 2 

The inventions defined in the below identified claims in the 
present application are rejected under the Patent Law section 29 (2), 
because the invention described therein could easily have been made, 
prior to the filing of the patent application, by a person with ordinary skill 
in the art to which the invention pertains, on the basis of inventions 
disclosed in the below identified publications distributed or which comes 
to be able to be used for the public through telecommunication lines in 
Japan or elsewhere prior to the filing of this patent application. 



Note:(refer to a list of citations and the like on the citations) 
• claims 1, 6-10 

citation 1 
Note: 

(Refer especially to page 22 and so on in the citation 1) 

The citation 1 discloses the invention of the game system, 
comprising a first game device and a second game device separate from 
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the first game device. The first game device includes means for 
accommodating a portable storage medium, and writing means for writing 
points in the portable storage medium, which are accumulated when a 
player plays the game. The second game device includes means for 
accommodating the portable storage medium, and means for reading the 
points stored on the accommodated portable storage medium and 
purchasing characters based on the point read from the portable storage 
medium. 

• claim 2 

citations 1-2 
Note: 

(Refer especially to claims and Page 5, line 7 in the left column - page 5, 
line 12 in the right and the like column in the citation 2) 

Comparing the invention of the claim 2 of the present application 
with the invention described in the citation 1, the invention of claim 2 of 
the present application differs from the invention disclosed in the citation 
1 on the following point. Specifically, the invention of the claim 2 of the 
present application includes at least any one of the amount of money for 
a game play, the number of times of the game play, and time of the game 
play as the information for the amount of the game play. On the other 
hand, even though the invention described in the citation 1 employs the 
points which will be saved if a player plays the game as the parameter 
for the information regarding the play amount, which one is set as an 
indicator of the play amount is unclear. 

The invention disclosed in the citation 2 set the number of play 
game and the playing time as the indicator of the play amount, and is 
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used for deciding the difficulty of the game. Furthermore, selecting the 
amount of money paid for playing the game as the information related to 
the playing amount of the game is well known (refer to Japanese Patent 
application Laid-open No. 2002-263375 and the like, if needed) 

Accordingly, in the invention disclosed in the citation 1, the 
invention of the claim 2 is easily made by using the amount of money 
paid, the number of times of the game play, and the playing time as the 
indicator of the playing amount. 

• claim 3 
citations 1-2 

Note: 

In the invention disclosed in the citation 1, the points are used for 
purchasing the characters. 

• claim 4 
citations 1~2 

Note: 

It is well known that the game device generates events based on 
the random numbers (refer to Japanese Patent Application laid-open Nos. 
2001-129256 and 2001-129243, if needed). Accordingly, it is not 
especially difficult to apply the invention of the citation 2 to the invention 
of the citation 1, and adopt the random factors by using the random 
numbers by combining the above well-known art when deciding the 
generation of the event. 
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• claim 5 

citations 1-3 

Note: (refer especially to paragraphs 0054 to 0065 in the citation 3) 

The citation 3 discloses the invention of the game device which 
includes means for detecting the number of read out of the event 
information file and reading out an event which is different from the 
event which is read out just before or several times before at a game 
play. Therefore, for those skilled in the art, the invention of the claim 5 
of this application is easily made by combining the invention of the 
citation 1 with the invention of the citation 2 and equipping it with the 
technical items described in the citation 3 to limit the generation of the 
event when the generation record of the event exists. 
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Document(s) 


Country 


Japan 




Title of the document 


MARVEL VS CAPCOM2 New Age of Heroes, 
Arcadia vol. 3, pp. 16-34 




Publication Date 


April 30, 2000 




Publisher 


ASCII CORPORATION (JP) 



CONCISE EXPLANATION OF RELEVANCE 



The citation 1 discloses a system in which a player accumulates points in 
both of a commercial-use game device and a home-use game device. In the home- 
use game device the player purchases a virtual game character with the points, and 
plays the commercial-use game device using the purchased virtual game character. 

The game system of the present application, therefore, differs from the 
citation 1 on the point that the present application includes writing means for 
generating information relating to a play amount for a player, and writing one or more 
game parameters for information relating to the play amount in the portable storage 
medium. 
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Documents; 


Country 


\ Japan 




Publication No. 


| Japanese Patent Laid-open No. Sho 63-318982 




Publication Date 


| December 27, 1988 




Applicant 


j HUDSON SOFT COMPANY, LIMITED (JP) 




Title of the Invention 


i TELEVISION GAME APPARATUS 



TRANSLATION OF THE MOST PERTINENT PARTS OF THE REFERENCE 



1. A television game apparatus having at least an operating unit and a display, 
comprising; 

means for holding a calendar timer, and an environmental data group 
containing player-specific data; 

means for holding programs related to a game story and a background; and 

means for deciding at least any one of power of a main character in a game 
and a difficulty level of the game in connection with the environmental game group, 

wherein the television game apparatus decides at least any one of the power 
of the main character in the game and the difficulty level of the game based on the 
environmental data selected by the means. 

2. The television game apparatus of claim 1, wherein the means for holding the 
environmental data group containing the player-specific data holds the environmental 
data of the player, such as initial letters of his name, a birthday, a blood type, an 
ending scene of his last game play, a score of his last game play, the number of times 
of today's game play, the time of the today's game play, a score for the past n times, 
and the best score. * I 
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Document(s) 


Country 


Japan 




Publication No. 


Japanese Patent Laid-open No. 2002-182599 




Publication Date 


June 26, 2002 




Applicant 


PRO House Co., Ltd. (JP) 




Title of the Invention 


ADVANTAGEOUSLY SERVICE SYSTEM 
INCIDENTAL TO GAME 



CONCISE EXPLANATION OF RELEVANCE 



The cited reference 3 discloses a game program for deciding the number of 
spaces a player can move forward by the spots on a dice. In this game program, the 
player has to continue throwing the dice until he gets the spots he can finish the 
game. Predetermined events are repeated as the player throws the dice. At that 
time, the data for detecting the read number of an event information file is contained 
into each event data, thus when the player stops the same space where he stopped 
once, another event different from the previous time can be read out. Specifically, a 
system is disclosed, in which if an event is read out just before or several times 
before at a game play, another event different from the previous time is read out. 
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Document(s) 


Country 


Japan 


Publication No. 


Japanese Patent Laid-open No. 2002-263375 


Publication Date 


September 17, 2002 


Applicant 


NAMCO LTD (JP) 


Title of the Invention 


AMUSEMENT FACILITY OPERATING SYSTEM, 
GAME MACHINE, METHOD FOR CONTROLLING 
OPERATION OF AMUSEMENT FACILITY, 
PROGRAM, AND RECORDING MEDIUM 


CONCISE EXPLANATION OF RELEVANCE 


A system for selecting an amount of charge for playing a game as information 
relating to a play amount of the game is disclosed. 
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Document(s) 


Country 


Japan 


Publication No. 


Japanese Patent Laid-open No. 2001-129256 


Publication Date 


May 15, 2001 


Applicants 


NINTENDO CO., LTD. (JP) 
GAME FREAK INC. (JP) 
CREATURES INC. OP) 


Title of the Invention 


GAME DEVICE AND STORAGE MEDIUM 
THEREFORE 


CONCISE EXPLANATION OF RELEVANCE 


A system for generating events based on random numbers is disclosed. 
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Document(s) 


Country 


Japan 


Publication No. 


Japanese Patent Laid-open No. 2001-129243 j 


Publication Date 


May 15, 2001 


Applicants 


NINTENDO CO., LTD. (JP) 
GAME FREAK INC. (JP) 
CREATURES INC. (JP) 


Title of the Invention 


IMAGE DISPLAY GAME SYSTEM j 


CONCISE EXPLANATION OF RELEVANCE 


A system for generating events based on random numbers is disclosed. 
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